Randy grew up in “Where ya’at” 
Chalmette, a suburb of his birth city of 
New Orleans. Randy sı We don’t 
ride to work in swamp boats, nor do 
we have alligators in our yards.” 


“Dark Magic in New Orleans” is an 
AD&D” Masque of the Red Death 
adventure for 4-5 characters of levels 
5-7 (about 25 total levels). The DM is 
encouraged to visit the local library 
and research 1890s New Orleans to 
get a “feel” for the setting. DMs plan- 
ning to use this adventure in their 
regular RAVENLOFT® campaigns should 
review the “Adapting the Adventure” 
sidebar. 


Adventure Background 


Marie Laveau was the reigning queen 
of dark magic in New Orleans from 
the 1820s up until she passed the 
torch to her daughter, Marie Laveau 
II, in 1869. The mother Marie was 


MY s ‘ scorned by her rivals, one of whom 
sali til was a man known only as Doctor 
end i ` r John. Although she could not destroy 


him, Marie used her magic to drive 
Doctor John from New Orleans. He 
soon reestablished his practices 
house on Bayou Saint John. Hi 
Voodan curse and charm practic 
thrived, but it never equaled that of 
not until 


the La u family. It we 
June 1881 that John 
enough power to overcome Marie’s 


able to gain 
defenses. The aging mystic was in her 


70's when Doctor John sent an assas- 
sin imp to kill her where she slept 
Marie's daughter flew into a rage 
when she discovered the truth, For 


three years she plotted the death of 


Doctor John, and finally, on the 
annive! of her mother’s death in 
June 1884, she confronted him in a 


swampy graveyard near his home on 
Bayou Saint John. Doctor John cast a 
- m polymorph incantation on Marie, but 
BY RANDY RICHARDS the spell was reflected back, trans- 
- - forming him into an alligator. Doctor 
John fled into the swamp. Police 
investigated his disappearance, but 
h th b without a body their efforts were 
Death on the bayou Teale Has Senie 
cared for by his grandson, Bébé 
Langlois (bay-bay lang-loy) 
With the apparent death of Doctor 
John, much of the evil that plagued 
; the New Orleans area disappeared 
Ratveork: by bradley MEDM Recently, however, a series of strange 
Cartography by Diesel deaths have occurred. Many attribute 


If this old house could speak, what tales of horror would it tell? 
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the deaths to dark magic and whisper 
about the curse of Doctor John, but 
this cannot be substantiated. At first, 
the victims were poorer folk living in 
outlying areas of New Orleans, and 
these incidents were rarely investi- 
gated. Recently the terror has begun 
to touch people in high places, trig- 
gering more concern, 

One of the more recent victims 
was a prominent businessman, 
Ernest Whitmarsh, found dead at his 
desk in his office at the Bank of 
Louisiana building. A dark magic 
fetish—a mojo hand—was found in 
his grasp. The police could not deter- 
mine the cause of death, as there 
were no marks on his body. 

The second unusual death was 
trapper Ron Gagliano, discovered 
badly mauled with his right arm 
missing completely, The man’s rifle 
had been fired, and a dark magic 
gris-gris was found in his pocket. 

Next, Senator Bill Broussard was 
traveling to Baton Rouge when his 
carriage was attacked. The driver, a 
Greek servant named Nick Psomas, 
flew into a mad rage, attacking res- 
cuers when they arrived to help. He 
was killed in the ensuing fight, and 
the police believe the driver had suc- 
cumbed to the pain and anguish of 
his situation. The perpetrators are 
still at large, presumably holding 
Senator Broussard for ransom; how- 
ever, no demands have been received. 

The final attack occurred just last 
week. The Baroness Pontalba’s grand- 
daughter, Contessa Pontalba—a 
wealthy, prominent New Orleans 
socialite—was being escorted home 
from a charity function when the 
horses of her carriage suddenly 
dropped dead on the spot. She was 
subsequently accosted by a group of 
men. Her escort, Bishop Scott 
Lemonier, confronted the gang. Upon 
witnessing the bishop, the bandits 
immediately turned and fled. 
However, one of them had apparently 
dropped a cursed item of dark magic, 
called a wanga. 

Not satisfied with the skills of the 
local police, the Contessa hired a pri- 
vate investigator to delve into the 
case. Although a competent gumshoe, 
the detective suspects supernatural 
involvement and has sent for a group 
of experts to assist him in his work— 
experts known for solving “special” 
cases like this one. 


Plot Synopsis 


The PCs become involved in the 
adventure when private investigator 
Randy Boudreaux asks for assistance 
in solving a series of mysterious 
deaths in the New Orleans area. 
Voodan magical items have been 
found after each incident. 

The adventurers arrive in New 
Orleans aboard the river boat 
Mississippi Queen. En route to the 
Saint Charles Hotel, they pass Congo 
Square, where dark magic dances are 
being performed before a large crowd. 
It is here they learn of the big Voodan 
gathering on Saint John’s Eve and 
meet a reporter who works for the 
Picayune newspaper, a connection 
that could prove helpful. 

At the crime scenes, the PCs dis- 
cover that poison is the most direct 
cause of death in the murder cases. 
Boudreaux believes that Voodan 
magic may be indirectly responsible. 

To learn more about dark magic, 
the characters visit a Voodan Queen, 
Marie Laveau. Here they learn more 
about her, the Voodan magic, and 
Doctor John’s transformation into an 
alligator, Later that evening, the PCs 
explore Doctor John’s house, and a 
diary is uncovered that reveals infor- 
mation about the stolen spirit of the 
first dark magic queen, Senité Dédé 
(sen-EE-tay DAY-day). From Senité’s 
haunt, the PCs learn the where- 
abouts of Doctor John. She leads the 
group directly to Doctor John’s new 
lair in the bayou. If they survive his 
undead minions, they discover that 
he has degenerated into a freakish 
alligator-man. If they defeat Doctor 
John, they have solved the murders 
and completed the adventure. 


For the DM 


Doctor John has resisted the complete 
polymorph into an alligator through 
the use of his dark magic. However, 
his efforts were not completely suc- 
cessful, and he is currently in a tran- 
sitional hybrid state that has nearly 
driven him mad. 

It took some time for the Doctor to 
regain his strength, but he has once 
again become a powerful adept. In his 
half-crazed condition, he has decided 
to exact vengeance on those who 
opposed him in the past. 


Adapting the Adventure 


“Dark Magic in New Orleans” can 
be transplanted from Gothic Earth 
into any regular AD&D RAVENLOFT 
campaign. The DM can place the 
adventure in any city with a coast- 
line in a domain that parallels 
Renaissance culture, such as Port- 
a-Lucine in Dementlieu. (See the 
Domains of Dread sourcebook for 
details on this domain.) The DM 
can also place the adventure in his 
or her own RAVENLOFT domain, pro- 
vided the cultural level is compara- 
ble to that of old New Orleans. 

References to people, places, and 
events specific to the 1890s and 
New Orleans can be accommodated 
with a few minor changes. For 
instance, the French Opera House 
could easily become the Port-a- 
Lucine Opera House. Vistani magic 
can replace Voodan magic. 
References to Mark Twain and 
other figures from Earth history 
can be ignored or changed. If the 
campaign does not have governors 
and senators, replace them with 
dukes or vicars. For changes in cur- 
rency, one cent equals one-tenth of 
a copper piece, and each dollar 
equals one silver piece. 


Ernest Whitmarsh was a loan 
examiner who turned down a loan to 
Doctor John; Senator Bill Broussard 
had attempted to enact several laws 
forbidding Voodan magic; Contessa 
Pontalba publicly ridiculed Doctor 
John in an interview published in the 
Daily Item newspaper; and Lisette 
De La Houssaye (Doctor John’s next 
victim) was a relative of the mayor, 
who supported Senator Broussard’s 
efforts in outlawing the magic. 

John’s ultimate goal is the total 
domination of the New Orleans area. 
The only person standing in his way 
is his arch-enemy, Marie Laveau. His 
plans are to kidnap her from the dark 
magic ceremony and use her spirit to 
power his foul magic. 


Timeline 
June 9: Doctor John’s poisoned 
mojo hand kills Ernest Whitmarsh. 


June 10: A normal alligator kills 
trapper Ron Gagliano. 
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June 12: Doctor John kidnaps 
Senator Bill Broussard and turns 
him into a juju zombie. 

June 15: Contessa Pontalba is 
accosted by some of Doctor John’s 
zombies. 

June 17: Miss Pontalba hires 
investigator Randy Boudreaux. 

June 18: Boudreaux contacts the 
PCs, inviting them to New Orleans. 

June 21: The party arrives in 
New Orleans and is later witness to a 
dark magic ceremony. 

June 22: The mayor's sister-in- 
law, Lisette De La Houssaye, is found 
hanged in Jackson Square. 

June 23: Marie Laveau is kid- 
napped from the dark magic festival. 
PCs explore Doctor John’s home. At 
midnight, Marie's spirit is sacrificed 
by Doctor John to increase his power, 
unless PCs intervene. 


Sunday, June 21, 1893 


Begin by reading the following as the 
characters approach New Orleans via 
the riverboat Mississippi Queen: 


Sunday, June 21, 1893. It has been 
several days’ journey since you 
were contacted by a man with a 


strange accent, seeking help in 
solving some unusual murders. He 
would not elaborate, only to say the 
police seemed unable to solve the 
crimes. The pay of $700 plus 
expenses seemed exorbitant, but 
who are you to quibble? 

As you approach New Orleans, 
the Mississippi River traffic 
increases considerably. Before long, 
the river is flanked by a seemingly 
unending row of riverboats. As the 
ship's calliope plays a melancholy 
tune, you peer at the dockside bus- 
tle of a crowded port city. A clipper 
ship, the Encounter, passes you 
with a belly-full of cargo headed 
upstream to some northern state. 

The sun is setting in the dis- 
tance, reflecting its orange glow off 
the rippling water. Beads of sweat 
drop from you brow. The heat is 
intense, and the dense humidity 
clings to you like a cloud of hungry 
mosquitos. 

As you near your docking berth, 
you notice a massive church domi- 
nating the skyline. A woman next 
to you refers to the towering struc- 
ture as the Saint Louis Cathedral. 
Several hundred feet off the river 


front are rows of shops selling 
meat, fruits, and vegetables. Many 
people are gathered there. 

A man throws thick ropes to a 
dockworker who anchors the line to 
a post. A ramp is extended by sev- 
eral shipmates, allowing you to dis- 
embark. As you and the other pas- 
sengers walk down the crowded 
ramp, you notice a man holding a 
sign with your names on it. This 
must be the chap who hired you. 


Let the PCs decide what to do. If 
they approach the man, continue 
with the following text. If they do not 
contact the man, have him recognize 
them (perhaps by the way they are 
dressed). Note that the $700 pay is 
for the entire party. The limit on 
expenses (bribes, hotel, food, and so 
forth) is left up to the DM. 


“Tm Randy Boudreaux, private 
investigator. De Baroness Micaela 
Pontalba’s granddaughter, Contessa 
Pontalba, has commissioned me to 
investigate several mysterious 
deaths in de New Orleans area. 
She's allowed me a great deal of 
expense money, so when I asked to 
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bring in outside help, chere said 
sure thing. I took da liberty of 
makin’ arrangements for you to 
stay in de Saint Charles Hotel, if 
dat’s okay. I'll explain de details of 
de case over dinner, but for now, 
allow me to give you a ride. De 
Baroness has been most generous 
in providing us wit transportation.” 


Randy motions to the characters to 
enter his horse-drawn carriage. The 
chauffeur takes their bags (unless 
they protest) and places them on the 
roof of the cab. 

Randy Boudreaux (detective): 
AL LG; AC 10; MV 12; Tradesman 3; 
hp 14; THACO 19; #AT 1 or 3/1 (rapid 
fire); Dmg by weapon type (2d6+1 
with pistol); S 14, D 14, C 11,112, W 
11, Ch 13; ML 12; army pistol. 


To the Hotel 


You swat at the horde of mosquitoes 
dancing about your head. The itch 
of their bite is maddening, and you 
realize they have been feasting on 
your blood all evening. You begin 
scratching the entire length of your 
body in an attempt to ease the dis- 
comfort. 

Boudreaux laughs in a friendly 
manner, “Doan worry ‘bout de mos- 
quito bites, De’re harmless 
enough.” 

You watch the scenery pass by 
your window, The street sign says 
“Rue St. Ann,” and as you turn the 
corner, a new sign reads “Rampart 
Street.” Up ahead, the avenue is 
blocked by a gathering of people. 

“Driver!” Boudreaux yells. 
“What’s de holdup?” 

There is a pause as the driver 
jumps down from his seat. “It 
would seem the Voodan are holding 
their dark magic ceremony in 
Congo Square, sir. The street is 
completely blocked by onlookers.” 

Boudreaux turns to you and 
smiles. “Perhaps it’s fate, no? I sus- 
pect de Voodan are involved wit 
dese murders. Let’s get out and 
watch. Maybe if we ask questions, 
we can learn more about dem.” 


Since the PCs don’t even know yet 
what they are investigating, they can- 
not ask many pertinent questions at 
this time. Everyone knows Marie 
Laveau is the reigning Voodan 


Queen—and that the Voodan practice 
dark magic—but they know little 
else. When the PCs decide to watch 
the ceremonies, read the following: 


The crowd is curious but stands far 
back from the ceremony itself. In 
the center, the Voodans are chanti- 
ng, beating their tam-tams, and 
dancing. Suddenly, the music and 
dancing stop. A beautiful woman 
wrapped in a 9' long snake and 
wearing a tan dress emerges. Her 
eyes are black, her figure is pro- 
nounced, and her skin shines in the 
torch light. When she reaches the 
center of the gathering, the tam- 
tams begin their rhythmic thump- 
ing. The limber woman begins an 
exotic dance, whirling and bowing, 
entwining the false snake about 
her body. 

“Marie just does this for show,” a 
tall brown-haired man says to you 
offhandedly. “The real party is on 
Saint John’s Eve, this Tuesday. 
They throw a big dark magic festi- 
val up near Lake Pontchartrain, 
and the whole town shows up. This 
is just advertisement. Oh, by the 
way, I’m Larry Landry, reporter for 
the Daily Picayune newspaper here 
in town. You must be new here.” 


One of Landry's assignments has 
been coverage of Voodan events, and 
he has considerable knowledge in this 
area. Allow PCs to pump Landry for 
information about the Voodan and 
their dark magic. Knowing about 
their rituals only adds to the sense 
of mystery and danger. Landry can 
help the characters later, so they 
should meet him before they bed 
for the night. He can be reached at 
the newspaper office during normal 
business hours. 

At 7:00 P.M., the ceremony ends 
and the crowd begins to break up. 
Boudreaux leads the PCs back to the 
carriage. Read the following: 


As you climb into the cab, the dri- 
ver commands the horses forward. 
You notice Marie Laveau staring 
directly at your carriage, as if she 
senses your presence. A cold chill 
runs down your spine. 

The gas street lamps have been 
lit, and the city glows with an 
unnatural light. Gone is the festive 
atmosphere of the day, and now the 
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sinister cloak of night has sur- 
rounded you. The driver turns onto 
Custom House Street, and finally 
onto Saint Charles Avenue. 

The Saint Charles Hotel is magnif- 
icent to behold. The Romanesque 
architecture is typical in this area. 
Six thick white columns stand out 
from the main building, forming an 
overhang four stories high. The car- 
riage comes to a complete stop in 
front of the structure. The bellhop 
quickly takes the PCs’ luggage, and 
they are ushered into the grand 
building. Boudreaux gives them each 
a separate room key, all on the third 
floor. The bellhop motions for them to 
enter the lift and offhandedly 
remarks, “Please step in, and the lift 
operator will take you to your floor.” 


Dinner on Rue Decatur 


Once the characters are settled in 
their rooms, Boudreaux invites them 
to dinner. He takes them to a new 
restaurant called Tujaque'’s (too-JAKS) 
at 823 Rue Decatur. The food is a 
simple selection of New Orleans 
favorites ranging from gumbo, jam- 
balaya, crawfish boudin, French 
bread, and red beans with rice. The 
average meal is 50 cents. 

During dinner, Boudreaux explains 
the events leading up to the party's 
arrival, as related in the “Adventure 
Background,” and he answers any 
questions they have about the mur- 
ders. He specifically points out the 
one connection between all the mur- 
ders: the Voodan items and charms 
found on or near the dead bodies. 
Once Boudreaux has finished answer- 
ing the characters’ questions, he bids 
them goodnight and drops them off at 
their hotel. If asked, he tells them his 
address is the old Lalaurie house at 
the corner of Rue Royal and Hospital 
Street, where he is renting a room. 


A Warning 


When the PCs are sound asleep, 
regardless of the sleeping arrange- 
ments), one character (likely the least 
powerful, or the most timid), receives 
a special “gift.” A loud rap at the door 
awakens the PCs. 

When they go to the door and open 
it, they see a small dagger impaling a 
doll to the door. To the shock of the 
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party, the doll looks exactly like the 
character, right down to the clothing 
he or she wore today. There is no sign 
of who left the warning. 


Monday, June 22, 1893 


Boudreaux awakens the PCs the next 
morning around 7 A.M. If they are not 
yet ready, he busies himself in the 
lobby reading the Daily Picayune. If 
the PCs show him the doll from the 
previous night, Boudreaux claims the 
doll is meant to frighten the PCs. He 
asks the PCs which crime scene they 
wish to investigate first. The PCs 
must decide for themselves in what 
order to check out the locations. If the 
DM wishes to expedite play time, 
simply follow the events in the order 
given below: 


Scene 1. Police Station. 


The station is located in the Cabildo 
Building on Rue Decatur. The police 
chief is unavailable when the PCs 
arrive; however, the detective work- 
ing on the case is Ben Bivona. He can 
give the PCs any information they 
need, although Boudreaux has 
already spoken to him. If they wish to 
examine the evidence in the cases, 
Bivona gives them permission. He 
can contact the coroner and have him 
meet the PCs. (See “The Undertaker” 
below.) Below is what Bivona knows 
about each of the murder victims: 

Whitmarsh: Analysis of the mojo 
charm found in the corpse's hand 
reveals traces of poison (Type C). 

Gagliano: The gris-gris charm 
found discovered in his pocket is a 
small cloth bag filled with dirt, 
ground vegetable matter, and snake 
bones. There are no toxic substances, 
and the charm is non-magical now. 
(The charm’s magic lured Gagliano 
into the jaws of an alligator, but its 
magic has since been expended.) 

Broussard: See Psomas below. 

Psomas: A toxicological analysis 
of the wanga charm found near the 
carriage reveals no poisonous sub- 
stances. The charm itself is made of a 
chicken bone, a hawk feather, and 
some white thread. It is a one-use 
magical item for throwing a curse on 
someone; it is no longer magical. 

De La Houssaye: If her death 
has already occurred (see “Jackson 
Square”), the doll found near her 
body will be here with the other evi- 


dence. It contains no poison or other 
toxins and appears hand sewn. This 
fetish doll is used to inflict pain and 
death upon its likeness. This particu- 
lar doll was intended to frighten and 
was never enspelled. 

The party can contact Bivona at 
the station virtually anytime during 
his shift, which is usually from 6 A.M. 
to 2 pM. He may be useful in making 
suggestions about where to investi- 
gate, or he might help those in need 
of a “push” in the right direction by 
giving clues he has “just uncovered.” 


Scene 2. The Undertaker. 


The undertaker, Clarence Sneedly, 
works at 613 Toulouse Street. 

The bodies of Whitmarsh, 
Gagliano, and Psomas are kept here 
while the murder investigation is 
pending. The possessions on their 
bodies at the time of death are being 
held as evidence at the police station. 
Sneedly helps the party any way he 
can. He is anxious to prepare the bod- 
ies for burial and get this business 
behind him. He is matter-of-fact in 
dealing with all aspects of this inci- 
dent and knows nothing of the cases 
pending. 

One of two coroners, Dr. Charles 
Seeman, is present the first time the 
characters arrive. He is not proficient 
in toxicology, but the other coroner, 
Dr. George Lawrason, is. If PCs sug- 
gest the cause of death is poison and 
have no toxicology proficiencies, do 
not penalize them. Instead, have Dr. 
Seeman suggest that Dr. Lawrason 
perform the necessary toxicologies. 

Whitmarsh: If examined by a 
character proficient in toxicology, an 
insinuative poison is found in the 
victim’s system—the same poison 
found on the mojo-hand charm at the 
police station. 

Gagliano: A PC proficient in biol- 
ogy and zoology can determine that 
the cause of death was likely an alli- 
gator attack. Without the zoology pro- 
ficiency, all that can be gleaned from 
the examination is that he was killed 
by a wild animal. Toxicology reveals 
no poisons in his system. 

Broussard: His body was never 
found, so his condition is unknown. 

Psomas: If the body is examined 
by a PC proficient in toxicology, an 
insinuative poison is found in his sys- 
tem. Several of his internal organs 


are missing: heart, liver, and spleen. 
A small dart, only a few millimeters 
long, can be found in the hairline. 
The tip contains a concentrated ver- 
sion of the same poison used to kill 
Whitmarsh (Type C). The poison is 
now inert. 

De La Houssaye: If her death 
has already occurred, her body will be 
here. If examined by a PC proficient 
in toxicology, the same insinuative 
poison will be found in her system. 
Her neck is bruised but not broken, 
and regardless of any proficiencies, it 
is obvious to anyone that hanging can 
be ruled out as the cause of death. 


Scene 3. Bank of Louisiana. 


Ernest Whitmarsh, the murdered 
loan examiner, worked at the Bank of 
Louisiana, located at 409 Rue Royal. 

The governor has assured the 
Bank of Louisiana there would be no 
more investigation. If the PCs try to 
examine the crime scene at this loca- 
tion, the secretary summons a bank 
representative, Frank Pellisier. 
Pellisier does not allow the PCs to 
enter and summons the guard if nec- 
essary. However, he is susceptible to 
bribes. If a PC makes a successful 
savior-faire proficiency check, 
Pellisier asks for $30, but he'll take 
$10. He requires that he remain with 
the PCs at all times. If the PCs agree 
to his terms, Pellisier guides them to 
Whitmarsh’s second floor office. 

The room is sparse, containing 
only a desk, typewriter, and file cabi- 
net. The desk itself is empty. 

If the files are searched or a crimi- 
nology proficiency is used to scour the 
entire room, one file is found that 
piques the PCs’ curiosity. An African- 
American man by the name of Doctor 
John, who has listed his profession as 
“Voodan King,” was turned down for a 
loan by Whitmarsh. John’s address is 
marked in the file. No other clues can 
be gleaned from the crime scene. 


Scene 4. Gagliano Residence. 


Ron Gagliano, the trapper, lived in 
this old and dilapidated shack on 
River Road. A child’s stick-and-hoop 
toy lies on the porch, as do chairs, 
some buckets, and fishing equipment. 
Furs can be seen dangling from the 
porch overhang. A flat-bottomed boat 
is lying to one side of the building. As 
they approach the shack, the PCs 
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hear children playing inside. 

An old oak tree behind the home 
carries a burden of Spanish moss 
from top to bottom. 

The residence is located just out- 
side the city limits near Cypress 
Swamp. Coincidentally, it is also 
about half a mile away from where 
the Senator was abducted. 

Ron’s widow, Denise, a care-worn 
woman in her late thirties, is attend- 
ing her four children. The oldest boy, 
Thomas, answers the door. Thomas 
knows where the death took place 
and how the body was found, but he 
has kept the more gruesome details 
from his mother to lessen her grief. 

If anyone specifically examines the 
ground where the death took place, 
they notice a faint blood trail leading 
off into the woods. If a character pro- 
ficient in criminology canvasses the 
area, he locates it. Following the 
blood into the muddy swamp is the 
only way to find any more clues about 
this death. 

If the trail is followed, a decompos- 
ing alligator is found. The bullet from 
Gagliano’s rifle is lodged deep inside 
it; the man’s arm till clutched in 
the dead gator’s jaws. There are no 
other clues at this location 

If the PCs need use of a boat, 
Denise rents her late husband's boat 
for $1 per day. 


Scene 5. Broussard’s Carriage. 


Senator Broussard’s carriage was dri- 
ven off of River Road, not too far from 
Ron Gagliano’s residence. 

Broussard was a firm supporter 
for banning the practice of Voodan. 
His enacted ordinances that created 
many restrictions for the Voodan 
practitioners. Doctor John saw him as 
an enemy and, in his deranged state, 
attacked the senator. 

Before setting out, Boudreaux sug- 
gests purchasing special netted hats, 
obtained from the dry goods store 
D.H. Holmes on Canal Street for 
about $5 each. The hats will protect 
the PCs’ heads from the swarms of 
mosquitos that occupy the swamp. 

As they approach the accident 
location, a grim sight unfolds. About 
twenty feet from the road, submerged 
in about two feet of muddy water, is 
Broussard’s overturned carriage. Two 
badly decomposed horses are still 
harnessed to the vehicle. 


Pay kek 1S 
A grim warning fo 

Even more peculiar are the several 
birds, snakes, turtles, and alligators 
that lie dead near the horses. 

Hidden in the water surrounding 
the carriage is a living alligator. Any 
PC making a suc al zoology profi- 
cieni heck spots the gator. 

If the PCs use a boat to reach the 
sunken carriage, the alligator is 
frightened off and leaves in search of 
easier prey. Once investigation of the 
vehicle begins, however, two water 
moccasins slither out of the reeds and 
attack anyone in the mire. 

Alligator: AL N; AC 


Dmg 2d4 (jaws)/1d12 (tail 


opponents’ surprise rolls; 
XP 65; MM/49 (crocodile) 


Water moccasins (2): AL N; AC 6; 
MV 15; HD 2+1; hp 12, 9; THACO 19; 
#AT 1; Dmg A poison (Type C); SZ 
S; ML 8; XP 175; MM/320 (snake, poi- 
sonous). 

In their present state of decay, the 
horses cannot yield many clues. 


retells doom for one who opposes the Red Death. 


Howe! poison still exists in the 
animals’ tissue; a toxicology reveals 
this fact. The toxin becomes inert 
once it is exposed to air, but the tis- 
sue of the horses is saturated with it 
The numerous dead animals about 
the scene attest to the deadliness of 
this substance. 


Scene 6. Meeting the Bishop. 


The bishop, Scott Lemonier, can be 
reached at his office in the Presbytere 
facing Jackson Square. If questioned 
about the incident involving the ban- 
dits who attacked him, he relates the 
same story he gave to the police (see 
“Adventure Background”). However, he 
adds, “I felt divine intervention that 
night. God’s hand helped turn those 
men away, for they gave no resis- 
tance.” In game terms, the bishop 
“turned” the men, who were actually 
zombies. It was not a conscious effort 
on his part, however—simply his 
divine presence and strength of will. 


paaa 
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Some PCs might wish to question 
the driver of the carriage that night. 
The bishop tells them that his driver 
quit after the first police interview, 
and the next day he was on a ship 
headed for New York. The driver had 
nothing to add to the bishop's story, 
only that he feared for his life. 

If the PCs try to revisit the bishop 
at any later point during the game, 
he is away visiting other churches in 
Ecclesiastical Square on Constance 
Street. He might be at Saint Mary’s 
Assumption or Saint Alphonsus (50% 
chance of either). 

The bishop declines to accompany 
the PCs in their investigations, as 
that is “best left to the authorities.” 


Scene 7. The Pontalba Building. 


The Pontalba Building faces Jackson 
Square. Miss Pontalba, the wealthy 
socialite and Boudreaux’s employer, 
has a meeting with the board of 
directors of Tulane University to dis- 
cuss donations to the school. This 
makes her unavailable; however, her 
servant has a written message for 
Detective Boudreaux. The letter 
reads as follows: 


June 22, 1893 


Dear Mr. Boudreaux, 

You and your appointed investi- 
gators are invited to attend a per- 
formance at the French Opera 
House this evening. Afterward we 
will dine at Antoine's Restaurant 
at 713 Rue Saint Louis, where we 
will discuss your progress. The per- 
formance begins at 7:00 p.m., so 
please do not be late. Your tickets 
are enclosed. 

Miss Contessa Pontalba 


white marble stonework reflects even 
the dull light of the gas lamps. The 
center door is flanked by two white 
external staircases, leading upward 
to the balcony level. All the seats are 
grouped four to a box, regardless of 
their position in the complex. Read 
the following once the PCs are seated 
comfortably: 


A beautiful woman, holding herself 
regally and dressed in white for- 
mal attire, enters the establish- 
ment. This must be Miss Pontalba, 
your employer, for all heads turn to 
her. She appears to be a woman in 
her mid-thirties. Her hair is red 
and flows down to her waist, where 
it touches the small of her back. 
Without acknowledging your pres- 
ence, she sits down in the box next 
to yours, staring forward to the 
stage. 

A few moments later, the stage 
lights are turned up, and the per- 


formance begins. 


Immediately following the perfor- 
mance, Miss Pontalba leaves the 
French Opera House, traveling 
directly to Antoine’s Restaurant via 
her carriage, meeting the PCs there 
at 9:00 P.M. 


Scene 9. Antoine’s Restaurant. 


The PCs should rendezvous with 
Contessa Pontalba at Antoine’s, as 
arranged. When they enter the 
restaurant, read the following text: 


Scene 8. French Opera House. 


This scene takes place at the French 
Opera House around 7:00 p.m. If the 
PCs lack formal attire, Randy 
Boudreaux provides them with some. 
If for some reason the PCs are late, 
they are denied entry until after the 
performance. 

The exterior of the French Opera 
House is exquisite to behold. The 


Antoine's is a lavish establishment. 
Miss Pontalba is already seated at 
the head of a long rectangular 
table, and she motions for you to 
join her. You are barely past the 
initial introductions when the 
waiters bring out your entrée. The 
specialty tonight is a Creole dish. 
The aroma is delightful. 

About thirty minutes into the 
meal, a man interrupts your host- 
ess, handing her a note. After read- 
ing the message, she looks up 
grim-faced and says, “There’s been 
another murder.” 


Miss Pontalba gives Boudreaux 
the note, at which time the meal 
breaks up. Boudreaux gathers the 
party together, and Contessa takes 
her leave. En route, Boudreaux 


explains that the body of a woman 
was found hanged from the equestri- 
enne statue of Andrew Jackson in 
Jackson Square (the area in front of 
the Saint Louis Cathedral). 


Scene 10. Jackson Square. 


The PCs arrive in Jackson Square 
around 10:15 P.M., by which time a 
crowd has gathered. The police have 
already secured the crime scene. The 
body of a woman lies covered by a 
blanket. A hangman's noose dangles 
from the raised hoof of Andrew 
Jackson's rearing horse. 

Boudreaux rushes to the scene 
and kneels beside the body, his face 
in his hands, sobbing uncontrollably. 

Boudreaux shakes off any attempt 
to touch, move, or console him. If any- 
one is questioned, the PCs learn that 
the dead woman is Lisette De La 
Houssaye, the sister-in-law of mayor 
John Fitzpatrick, and beloved of 
Randy Boudreaux, the man who 
weeps now at her side. Boudreaux is 
of little use the rest of the investiga- 
tion, but especially this evening. 

After a few minutes at the investi- 
gation sight, the PCs are approached 
by Detective Bivona. He shows them 
a bit of unpublicized evidence he 
found when he arrived. Holding up a 
doll, he says, “This is the reason I 
sent for you. This Voodan doll.” The 
doll—a perfect effigy of Lisette De La 
Houssaye—has a small noose around 
her neck. 

There are no other clues at the 
crime scene. PCs may question some 
of the onlookers, but none of them 
witnessed the murder. Lisette was 
attacked by Doctor John and ren- 
dered unconscious with a sleep spell. 
She was taken to Jackson Square 
under the veil of an invisibility spell, 
poisoned, and then hanged. 

Boudreaux accompanies Lisette’s 
corpse to the morgue. PCs can accom- 
pany him or return to their hotel. 


Tuesday, June 23, 1893 


The events in Jackson Square have a 
profound effect on Detective Randy 
Boudreaux, as the death of his love 
proves too much to bear. 

Early on this day, Boudreaux for- 
wards a message to the party's hotel. 
The note is addressed to the PCs: 
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My friends, 

Í am terribly sorry, but due to 
the extenuating circumstances, I 
am unable to conclude the investi- 
gation with you. I have assured 
Miss Pontalba you are capable of 
continuing without me, perhaps 
even moreso. She will reimburse 
you for any reasonable expenses 
‘you incur, so long as you save the 
receipts. Her driver Gregory and 
the carriage are at your disposal 
and. ant be waiting outside. 

I do have one final suggestion. 
The Voodan Queen Marie Laveau 
fives on Rue Saint Ann. She might 
be able to sa the charms we 
found, and perhaps she can sell 
‘you some protection. Good luck. 

Randy Boudreaux 


Scene 11. Meeting Marie Laveau. 


PCs approaching Marie’s house notice 
candles burning in the window. No 
sign marks this residence as a shop of 
magic, but hand-written letters on 
the door spell “Laveau.” If the PCs 
knock on the door, a short woman of 
dark complexion answers. “I'm sorry,” 
she says, “Marie sees no one today. 
Come back tomorrow.” 

Tonight is Saint John’s Eve, the 
night of the dark magic festival, and 
Marie is preparing her incantations 
as host for the festivities. The servant, 
Antonina, has been instructed to turn 
away visitors. PCs who bribe the ser- 
vant with at least $5 or request an 
audience to discuss their murder 
investigation are allowed inside. 


The servant motions for you to 
enter. You follow her to an adjacent 
room, containing many strange 
decorations. Charms cover nearly 
every surface of the room, includ- 
ing the ceiling. Tribal masks are 
displayed above an altar. One 
entire wall is devoted to religious 
statues and jars of colored powder. 
Suddenly, you notice a striking 
woman standing in your midst. 
Her appearance startles you. 

“You have need of my services?” 
she asks. 


Marie is circumspect about most 
questions unless she is shown any of 
the charms or dolls. If she sees any of 
these, she recognizes the design, and 
a worried look washes over her previ- 
ously stoic face as she gasps, “It is as 
I feared ... Doctor John is back from 
the dead!” At this point, she relates to 
the characters the information per- 
taining to her family as detailed in 
the “Adventure Background” section. 

When the characters have been 
fully briefed of the Marie/John battle, 
Marie might suggest that the party 
check out Doctor John’s home in 
Bayou Saint John. She knows that 
Doctor John’s grandson, Bébé 
Langlois, looks after the property. 

Marie sells the party any items 
they wish to purchase, but Marie only 
has enough ingredients on hand to 
make one of each item. She declines 
any invitation to accompany the PCs; 
she has commitments to the festival. 

Most of the charms, powders, and 
potions were created by the Voodan 
priestess. Many of them are magical 
but work only once before losing 
their magic. 

The $2 items are non-magical 
in nature. 

Each $15 gris-gris item affords a 
one-shot bonus to any one ability 
score or statistic. The gris-gris’ magic 
can be invoked once, after which the 
charm or potion loses its magic. Here 
are some possible gris-gris effects: 
attract the opposite sex (+1 bonus to 
next Charisma check), protection 
from spirits (-2 AC bonus against 
next attack by an undead creature), 
good health (+1 modifier to next 
Constitution check), luck (+1 modifier 
to next saving throw). 

The $35 mojo items are as power- 
ful as any normal magical item, but 
they only have enough magic for one 
use. Some possible mojo items include 
love oil (philter of love), controlling 
poudrés (potion of human control), 
wanga hex charms (-3 AC bonus for 
24 hours), and mojo hands (+5 to 
saves vs. poison for 24 hours). 

Marie Laveau (metaphysician): 
AL LN; AC 9 (5 with gris-gris); MV 
12; Adept 14; hp 48; THACO 12; #AT 
1; Dmg by weapon type or spell; S 9, I 
15, W 17, D 10, C 16, Ch 18; ML 17; 
Derringer pistol +2, gris-gris bag (4 
AC bonus), rattle (casts protection 
from evil 10' radius once/day), ouan- 
ga of spell turning (as the ring). 


Spells: bless, cure light wounds 
(x2), detect magic (x2), invisibility to 
undead, purify food and drink; charm 
person or mammal, detect charm, 
messenger, slow poison, snake charm 
(x2), warp wood; animate dead, cure 
blindness or deafness, cure disease, 
feign death, negative plane protection, 
speak with dead (x2); cure serious 
wounds, detect lie, neutralize poison 
(x2), sticks to snakes; cure critical 
wounds (x2), magic font. 


Doctor John's Home 


PCs can contact Detective Bivona at 
the police department and receive 
permission to investigate Dr. John’s 
home. Bivona arranges for Mr. Bébé 
Langlois to meet the PCs at Doctor 
John’s home by 7:00 p.m. to let them 
in. The PCs may instruct their driver, 
Gregory, to head for the Doctor's 
Bayou Saint John address. Gregory 
does not come closer than the foot 
bridge and drops the PCs off there. 

As the characters approach the 
house, read this text: 


You cross a narrow footbridge, 
walking toward a dark, two-story 
house on the edge of the swampy 
demesne. The house, decrepit and 
old, has hidden itself behind trees 
and creeping vines. 
A dock protrudes several feet 

into the nearby canal, and a boat 
rests on the shore. 


If Bébé Langlois has been sum- 
moned, he arrives shortly after the 
PCs astride a galloping horse. Before 
he dismounts, he eyes the PCs warily. 
“Are you de investigation team?” he 
asks. If he’s satisfied with the 
response, he takes a key out of his 
pocket and walks to the door. 

Bébé Langlois knows nothing of 
his grandfather's practices. He comes 
by once a month to weed the lawn 
and trim the grass, but he won't enter 
the house. He is convinced that the 
place is cursed and haunted. After 
unlocking the door, he offers the PCs 
a warning: 


“I don’t know what makes you 
think you're so different than de 
others who have searched dis 
house. So far, none who's gone in 
has ever come out. 
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“Well, make sure you lock up if 
you leave.” 

The man hoists himself back up 
onto his horse. As he turns about, 
he smirks and says, “Give my 
regards to de other investigators if 
you see dem.” He laughs loudly as 
he rides off. 


Langlois knows nothing of the 
house interior. 

The windows of the house have 
been protected by glassteel spells. The 
house itself is heavily protected by 
magic and cannot easily be destroyed. 
Weapons and fire have little effect 
beyond marring the surface, but 
magic or explosions might do some 
damage at the DM’s discretion. 
Should Doctor John be killed, this 
protection disappears, rendering the 
house vulnerable to all attacks. 


Ground Floor 


1. Living Room. Hanging above the 
fireplace is a mirror nearly five feet 
on a side. The mantle itself holds two 
candle lamps, each made of finely 
worked obsidian in the shape of a 
woman with outstretched arms. A 


candle rests in each of her hands, but 
none of the candles are lit. Directly in 
front of the hearth is a blood-red 
cushioned seat resting firmly on an 
intricately sewn Oriental rug. 

The near end of this immense 
room contains a red colored sofa and 
a matching love seat. A dark polished 
coffee table rests in front of these fur- 
niture pieces, three books resting on 
its surface. 

The three books are Life on the 
Mississippi by Mark Twain, a music 
book with the cover song “Sea 
Serpent Polka” (and inside it another 
called “The Harp That Once Thro’ 
Tara’s Halls”), and a magazine called 
Harper’s New Monthly Magazine 
(January 1892). 

A baby grand piano sits in the cor- 
ner nearby. A piano bench is posi- 
tioned here as well. Both the bench 
and the piano are magically trapped. 
The bench activates when someone 
sits down on it and faces the piano. 
As soon as this happens, two putrid 
green, warty, monstrous hands spring 
from the bench, grappling the indi- 
vidual to the seat. (A successful save 
vs. spell allows the PC to leap away 
in time.) The seat does not intention- 


ally hurt anyone and can itself only 
be hurt by magical weapons (AC 6, 
hp 30). If the bench or the piano is 
severely damaged, the hands disap- 
pear. Almost immediately after being 
grappled, the victim feels compelled 
to play the piano. If others are stand- 
ing in earshot, they must save vs. 
spell or begin crying, as they are 
moved by the haunting melody. The 
rendition lasts one turn, after which 
time the hands release the seated PC, 
enabling him to escape. The trap has 
no other effects. The power only 
works once/week and ceases to exist 
if Doctor John is slain. 

A locked China cabinet near the 
kitchen entrance contains expensive 
dishware. 

In one corner of the room rests a 
large dining table. Silverware and 
crystal glasses have been laid out, as 
if in expectation of guests. Amazingly, 
fresh fruit rests in a dish near the 
table’s center. (The fresh-looking fruit 
in the bowl is safe to eat.) A breath- 
taking but dusty chandelier hangs 
above the dining table, its candles 
unlit. Plush red curtains cover all the 
windows. Next to one window is a 
chair and a desk, atop which rests an 
unlit oil lamp, some writing instru- 
ments, paper, and ink. 

The desk contains several letters 
from family members that contain lit- 
tle information of importance. In the 
drawer can be found $4.35 in cash 
and change, along with the letters 
and a key to the China cabinet. 

The dining area is home to a way- 
ward shadow who has crept down 
from Doctor John’s conjuring room 
due to the midnight cat’s tampering 
with the protection circles there. The 
shadow attacks from its hiding place 
underneath the dining room table if 
anyone comes near. 

Shadow: AL CE; AC 7; MV 12; 
HD 3+3; hp 20; THACO 17; #AT 1; 
Dmg 1d4+1; SA strength drain by 
touch; SD +1 or better weapons to 
hit; immune to sleep, charm, hold, 
and cold-based spells; SZ M; ML 19; 
XP 420; MM/312. 


2. Kitchen. A countertop runs most 
of the length of two walls, connecting 
at a corner. The kitchen stove is a 
standard wood-burning stove, its vent 
pipe jutting through the wall near 
the ceiling. The large sink has a sin- 
gle faucet, probably connected to the 
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cistern on the roof. Boxes, bottles, and 
glass jars are scattered about the 
countertop. The cabinets and drawers 
contain mundane plates, pots, dishes, 
and eating utensils. 

The icebox contains the essence of 
a creature from the Paraelemental 
Plane of Cold. The essence is harm- 
less when contained. However, if 
Doctor John is slain, this essence is 
released. (For details, see “Concluding 
the Adventure.”) 


2a. Pantry. This pantry contains 
spices, rice, flour, sugar, salt, and 
other foodstuffs. Most of the produce 
is rotten. However, a supply of edible 
red beans are sealed in 12 glass jars 
of preserving. Handling any of the 
contents of this room may cause an 
attack by the rot grubs living here 
(25% chance). 

Rot grubs (1d4): INT non-; AL N; 
AC 9; MV 1; HD 1 hp each; THACO 
nil; #AT 1; Dmg nil; SA infestation; 
SZ T; ML 5; XP 15; MM/364. 


3. Hallway. 


Four evenly spaced doors flank 
either side of the hallway. At the 
end of the hall is a large door 
painted with white symbols and 
runes. The door is made of heavy 
oak and looks out of place in this 
Victorian home. Mounted on the 
east wall is a pair of antique 
crossed cutlasses, hung below a 
decorative silken sash. 


The oak door at the far end of the 
hall is wizard locked and can with- 
stand 200 hp damage from regular 
weapons. Without a knock or dispel 
magic spell, only the glass key con- 
tained in the chest in area 5 can 
unlock the portal. 

One of the two swords displayed 
on the wall belonged to the notorious 
pirate Jean Lafitte. It acts as a cut- 
lass +1 (+2 when wielded aboard a 
ship) and allows its possessor to swim 
and breathe water. The cutlass glows 
with an ambient light upon command 
(15' radius). 


3a. Bedroom. The mahogany bed in 
this room is covered in white mosqui- 
to netting, draped elegantly from the 
canopy. Flowery designs on the bed- 
ding and other linens signify this as a 
ladies’ room. Near the poster bed is a 
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table on which rests a wash basin 
and a dark yellow towel for drying. A 
chest lies nearby, a small padlock 
securing its contents. A large chest of 
drawers and a mirror are nestled 
against one wall. Most of the drawers 
are at least partially open and appear 
empty. There is a door at the far end 
of the room. 

The door leads to a closet that con- 
tains miscellaneous women’s clothing. 
The chest near the bed, if unlocked or 
forced open, contains extra linens and 
a few personal effects (brushes, hand 
mirrors, wooden combs, hairpins, and 
perhaps a brooch or two). 


3b. Bedroom. Same as area 3a, 
except the door to the room is locked. 


3c. Bedroom. This room contains a 
bed and wash basin. The door to the 
closet is locked and barred from the 
inside by a metal latch. To enter, the 
door must be broken down or its 
hinges removed. Inside, the skeleton 
of a woman (not animated) lies in the 
far corner, her clothes tattered and 
rotting. She is lying over an unlocked 
chest. The chest holds linens and 
worthless personal effects. 

The woman was Renée Richard 
(ren-AY ree-SHARD), one of Doctor 
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John’s concubines. Speak with dead 
spells reveal that she took refuge in 
this closet on occasion, and it is here 
where she died after a severe beating 
at the hands of Doctor John, who 
wrongly believed that Renée had 
been possessed by evil spirits. 


3d. Bedroom. Same as area 3a. 
3e. Bedroom. Same as area 3a. 


4. Bath Room. All the luxuries of a 
modern bathroom are here. Lining 
the walls are a table of soaps and 
towels, a sink, a bathing tub, and a 
toilet, all with water dropped in 
through the roof cistern. A closet in 
the northwest corner has two sliding 
doors. The closet contains towels, 
shaving utensils, soaps, and other 
mundane personal effects. 


5. Master Bedroom. The polished 
mahogany double bed in this room is 
covered in white mosquito netting, 
draped elegantly from the canopy. 
The linens in this room are a stark 
contrast to the others. The silk sheets 
are black as night. Two tables flank 
the bed. A large chest lies nearby, a 
thick padlock securing its contents. 
In the northwest corner, hundreds of 
books line dozens of bookshelves. A 
massive chest of drawers and a mir- 
ror are arranged against one wall, 
blocking a door that appears to lead 
to the closet. 

The chest at the foot of the bed is 
metal with a built-in lock protected 
by a poison needle trap (Type C poi- 
son; save at +1). Inside the chest, are 
several stacks of linen. The linens are 
a ruse to hide the false bottom. Inside 
this false bottom are $1,200 in small 
bills and a glass key. The key is pro- 
tected by a glassteel spell and opens 
the door in area 3. 

The books are works from various 
writers of the time period. Virtually 
every mundane topic is covered. The 
DM is encouraged to add books that 
might serve as plot hooks for future 
adventures. Amidst the books is a 
scroll with the spell cure disease 
scribed on it. 

The chest of drawers is locked but 
not trapped. The drawers contain 
Doctor John’s fine clothes and other 
personal effects. 

The closet is not only locked, but it 
is blocked by the chest of drawers. At 


the back of the closet is a concealed 
door that is plainly obvious to anyone 
looking through the clothing. The 
concealed door leads to area 6c. 


6. Magic Shop. 


This dusty room is enclosed by 
faded violet curtains. Three tables 
are arranged about the floor, upon 
which lie various Voodan charms. 


Use the information from “Meeting 
Marie Laveau” to determine the 
items on these three tables. Since the 
items are standard Voodan fetish 
objects, the effects are the same, even 
though the exact design is left up to 
the individual creator. 

If any of these items is stolen 
without being paid for, it magically 
teleports back to its original location 
within one round of actual theft. 
Some of the potions may be poisonous 
at the DM's discretion. 


6a. Seance Table. A large table 
dominates this area, surrounded by 
eight chairs. In the center of the table 
lies an obsidian idol of a snake-man. 
A bookshelf lines the west wall, 
stuffed with books on dark magic as 
well as macabre tales of death and 
horror. A smaller table nearby holds 
candles of all shapes and sizes. 

The snake-man idol is a depiction 
of the god Zombi. If sold to a collector, 
the idol could fetch up to $80. 

A thorough search of the books 
reveals a scroll with the spell invisi- 
bility to undead (cast at 10th level). 
Currently, a bookworm is feasting on 
several tomes and might decide to 
alight on a character. 

Bookworm: AL N; AC 2; MV 12, 
Br 3; HD ‘4; hp 2; THACO nil; #AT 
nil; Dmg nil; SD camouflage; SZ T (1" 
long); ML 4; XP 15; MM/364. 


6b. White Altar. This section of the 
room contains a white marble altar 
covered with cigars, alcohol, combs, 
brushes, lipstick, tobacco, and various 
old pictures and sketches of people. 
Stubs of burnt white candles can be 
found amid these items. The altar 
supposedly brings good luck by hon- 
oring dead relatives, although it does 
not radiate magic. Hidden in a secret 
compartment underneath the altar is 
Doctor John’s spell book. It contains 
all the spells he has memorized plus 


an additional 1d8 first-level and 1d8 
second-level spells. 

Three clay urns rest on the floor in 
the northwest corner. The urns con- 
tain ashes of cremated family mem- 
bers. 


6c. Black Altar. This area has an 
altar made of dark marble. The altar 
is covered in personal effects includ- 
ing playing cards, writing utensils, a 
pocket watch, a wallet, rings, and sev- 
eral sketches of people. A few dolls 
are also lying about. Stubs of burnt 
black candles are melted into the 
altar surface. Six empty clay pots 
block the entrance to a small door in 
the northwest corner, leading to an 
enclave under the stairs. 

The enclave contains the skeletal 
remains of several reptiles including 
snakes and alligators. 


6d. Fortunes Untold. This large 
section has a card-reading table and 
four chairs. On the table's surface are 
cards similar to the sets used by 
Voodan fortune-tellers. The cards are 
non-magical unless used by the seer 
to which they are attuned. 

Bookshelves along the east wall 
contain a variety of books on mysti- 
cism. A few rare books contain infor- 
mation on evil qabals. 

A Voodan card deck is mostly 
worthless to a non-Voodan. However, 
any Voodan would love to get her 
hands on this deck, as it is very pow- 
erful; it could be sold for as much as 
$500 to the right person. 

A personal letter lodged in the 
cover of one book links Doctor John 
to an evil qabal known as The Six- 
Fingered Hand. It reads as follows: 


I, 

Your vendetta against the 
Voodan witch is drawing undue 
attention and could compromise 
our activities in New Orleans and 
the surrounding vicinity. Be so 
Kind as to resolve the matter in the 
appropriate fashion. 


The letter—dated March 1884—is 
stamped with the qabal’s emblem: a 
skeletal, six-fingered hand. The DM 
may use this letter as an adventure 
hook by having PCs investigate this 
secret, evil qabal more thoroughly. 
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Second Floor 


7. Hallway. Two ominous, 5' tall clay 
statues stand in this U-shaped hall. 
The easternmost statue depicts a 
grotesque snake-beast with reflective 
eyes. Inscribed on the base of the 
statue is the word “Zombi.” The west- 
ern sculpture resembles a man with 
snakes for hands, and whose teeth 
protrude like fangs from his mouth. 
The inscription at the base says 
“Damballah.” The door leading to 
area 8 is inscribed with symbols and 
designs, written using white chalk. 

The statues are religious figures in 
the pantheon of the dark magic wor- 
ship. If pried loose and undamaged, 
the ruby gems in the eye sockets of 
the “Zombi” sculpture could fetch up 
to $500 each. However, mutilating the 
statue in this fashion might invoke a 
curse (determined by the DM). A 
remove curse spell cures the afflicted 
individual. 


8. Cleansing Room. The door opens 
into a sparse room dominated by a 
clay statue depicting an elderly man 
with muscles. His kind face is a stark 
contrast to previous figures. Inscribed 
at the base of the statue is the word 
“Legba.” Placed on pedestals against 
the west and east walls are two 
basins of water. The western water 
basin holds clear water; the water in 
the eastern basin is filthy and exudes 
a foul stench. 

The western and eastern doors are 
locked. The clear basin contains holy 
water, enough for 20 vials if used 
sparingly. The fouled basin contains 
unholy water and causes 2d4 hp dam- 
age to any good PC who touches it. If 
Doctor John is slain, the contents of 
both basins evaporate within 24 
hours. 


9. Torture Chamber. 


Spread about the room are four 
coffins, oriented in various posi- 
tions. Across the room from where 
you stand is a rack, a table lined of 
tools, and a chair with straps for 
the head and wrists. The northern 
end of this room has been turned 
into a cell; bars stretch along the 
entire width, stopping only for the 
locked gate at one end. Trapped 
within the cage is an animated 
skeleton that paces from one end of 


the cage to the other, still clothed 
in the fine apparel it wore in life. It 
does not acknowledge your pres- 
ence in any way. 


The skeleton is the remnant of a 
man who died here after Doctor John 
was transformed. He starved to 
death, forgotten. When he finally 
expired, his spirit did not realize it 
could leave the cell. As a result, it 
became bored and started its inces- 
sant pacing. It continues to pace until 
destroyed (AC 7, hp 6) or the cage 
door is opened. If the latter occurs, 
the bones collapse immediately, as 
the spirit leaves through the gate, 
free at last. Otherwise, the skeleton 
does not attack and, if blocked, stops 
pacing and stands motionless. 


10. Conjuring Room. 


Five circle diagrams are etched on 
the floor in chalk. Standing in the 
center diagram is a hideously 
deformed man roughly 3' tall. He 
has bloated white skin, long black 
claws, sharp yellow teeth, and 
hideously protruding white eyes 
that drip vile liquids. His body is 
covered with carrion worms that 
appear to be feeding on him. 

In one of the adjacent circles, 
two indistinct shadowy forms 
hover at the diagram’s boundaries. 
It would seem they are trying to 
leave, but they are trapped by 
some invisible force. Another of the 
circles has been smeared and bro- 
ken. No creatures are confined in 
this circle, nor any of the others. 

In one corner stands a 5' tall 
clay statue of a giant man-weasel 
shown in a threatening pose. 
Carved lettering reveals this to be 
“Azaka.” 


Lurking in the shadows near the 
statue is a midnight cat. In her bore- 
dom, she broke one of the protection 
circles, releasing the shadow encoun- 
tered in area 1. If the PCs amuse her, 
she leaves them unmolested, but she 
stealthily follows them for entertain- 
ment. If attacked, she breaks the cir- 
cle trapping the shadows, counting on 
them to waylay the PCs while she 
makes good her escape. 

Cat, midnight: AL LE; AC 4; MV 
18; HD 3+6; hp 18; THACO 17; #AT 2; 
Dmg 1d2/1d2; SA spirit drain, curse, 


rake with rear claws; SZ T; ML 12; XP 
1,400; Raventort® MC, Volume 3/22. 

The creature in the center protec- 
tion diagram is a manes tanar’ri. It 
cannot escape the confines of its magi- 
cal prison as long as the symbol 
remains intact, but it uses the party's 
ignorance of this fact to its advantage. 
The manes does not want to stay con- 
fined forever. The midnight cat has 
been taunting him for years, and the 
demon will likely attack the cat before 
turning on anyone else. 

Manes: AL CE; AC 8; MV 6; HD 1; 
hp 6; THACO 19; #AT 3; Dmg 1d2/ 
1d2/1d4; SA acidic vapor; SD immune 
to mind-affecting spells; SZ S; ML 3; 
XP 975; PLanescare” MC Appendix 
1/103 (tanar’ri). 

‘The other “occupied” protection 
diagram confines two angry shadows. 
Shadows (2): AL CE; AC 7; MV 

12; HD 3+3; hp 16, 15; THACO 17; 
#AT 1; Dmg 1d4+1; SA strength drain 
by touch; SD +1 or better weapons to 
hit; immune to sleep, charm, hold, 
and cold-based spells; SZ M; ML 19; 
XP 420; MM/312. 


11. Alchemy Lab. The air in this 
chamber is putrid. The source of the 
foul stench appears to be a black 
cauldron near the room's center. The 
pot is surrounded by numerous 
tables, upon which rest scores of 
beakers, bottle, boxes, and other 
alchemical paraphernalia. Six books 
are stacked here and there. 

‘The cauldron contains the rotting 
remnants of a ghastly stew. Lining 
the rim of the cauldron is a crystal 
ooze that lashes out at anyone who 
inspects the cauldron closely. 

Crystal ooze: AL N; AC 8; MV 1, 
Sw 3; HD 4; hp 16; THACO 17; #AT 1; 
Dmg 444; SA poison; SD blows inflict 
1 point of damage; immune to acii 
cold, heat, and fire; SZ M; ML 10; XP 
420; MM/278. 

The alchemical equipment repre- 
sents a treasure trove to anyone with 
the alchemy proficiency. In their pre- 
sent condition, these items are worth 
almost $2,000 collectively. 

The six books are written in a 
Haitian dialect. If translated, they 
reveal techniques for mummification, 
taxidermy, creating poison, conjuring 
extra-planar beings, creating golems, 
and animating zombies using special 
powders and chemicals instead of 
magical spells. 
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12. Mummification Room. From 
this area drifts a repugnant odor, not 
unlike burnt flesh. The air is musty, 
and the temperature seems several 
degrees higher. 

Contained within this oddly- 
shaped chamber are ten coffins. Each 
coffin contains the mummified corpse 
of one of Doctor John’s victims, ene- 
mies, or consorts. 

The northwest coffin is enclosed by 
a wooden fence, and gathered inside 
the fence are six mangy crypt cats 
that attack anyone who disturbs the 
locked door leading to area 13. Atop 
the coffin is a large grey lizard statue 
(actually a real lizard—see below). 

The fenced-in coffin contains 
Doctor John’s first consort, Serilia, 
now a mummy. She attacks if her cof- 
fin is disturbed, but she does not vol- 
untarily leave this room under any 
circumstances. The lizard atop her 
resting place is Serilia’s familiar, 
Keekor. The lizard is timid and only 
attacks in self-defense. 

A macabre pile of bleached white 
skulls is stacked against the slanted 
wall. The skulls partially hide a 
locked door, which is noticeable to 
anyone examining the gruesome 
heap. The door leads to area 12a. 

Toward the north end of the room 
stands a 5' tall ebony statue depict- 
ing a slender woman carrying vines 
that entwine her lower torso. The 
etching on the base of this statue 
reads “Ezili” in a cursive script. The 
statue is non-magical and harmless. 

A large portrait of Doctor John 
hangs on the north wall. Jostling the 
painting causes a secret door to slide 
open, allowing access to area 14. The 
portrait is surrounded by a frame of 
polished gold. 

Serilia (mummy): AL LE; AC 3; 
MV 6; HD 6+3; hp 38; THACO 13; 
#AT 1; Dmg 1d12; SA fear, disease; 
SD hit only by magic weapons for 
half damage; immune to sleep, charm, 
hold, and cold-based attacks; SZ M; 
ML 15; XP 3,000; MM/261. 

Crypt cats (6): AL CN; AC 7; MV 
12; HD 1+1; hp 8, 7, 5, 5, 3, 2; THACO 
19; #AT 3; Dmg 1d2/1d2; SA disease, 
rear claw rake for 1d2/1d2; SZ T; ML 
19; XP 120; MONSTROUS COMPENDIUM, 
Volume 2/26. 

Keekor (lizard): AL LE; AC 8; MV 
12; HD '/:; hp 2; THACO 20; #AT nil; 
Dmg nil; SZ T; ML 13; XP 7. Slaying 
Keekor has no effect on the mummy. 


12a. Zombies. Every zombie in this 
room has its soul imprisoned in area 
14. There are 25 zombies total, each 
one hideously mutilated and decayed. 
If the Kanari pots in area 14 have 
been destroyed, these zombies are 
reduced to lifeless corpses. 

The walls are cinder black, as if 
scorched, but otherwise the room is 
featureless. The chamber smells of 
rotted flesh. 

Zombies (25): AL N; AC 8; MV 6; 
HD 2; hp 6 each; THACO 19; #AT 1; 
Dmg 1d8; SD immune to cold-based 
and mind-affecting spells; SZ M; ML 
20; XP 65; MM/373. 


13. Pet Chamber. This chamber is 
painted completely green. Tropical 
plants are placed in pots throughout 
the room. Steam hangs in the air, 
covering the walls with droplets of 
moisture. An ornate stone fountain in 
the center of a raised, rectangular 
pool shoots water and steam several 
inches into the air. The pool itself 
contains the skeletal remains of sev- 
eral alligators and a number of coins. 
There are several smaller pools on 
the western side of the room, some of 
them filled with small animal 
remains (see area 13a). Surprisingly, 
there is no stench of decaying flesh in 
this room, although the temperature 
is unpleasantly high. 

The alligator skeletons are ani- 
mate, and they lunge with surprising 
quickness (-2 to initiative). Hiding 
amidst the bones near the back of the 
pool is a sluggish alligator zombie. 

Zombie alligator: AL N; AC 7; 
MV 12; HD 2; hp 15; THACO 19; #AT 
1; Dmg 1d8; SD immune to cold- 
based and mind-affecting spells; SZ 
M; ML 20; XP 65; MM/373 (variant). 

Skeletal alligators (5): AL N; AC 
7; MV 24; HD 1; hp 8, 6, 5, 5, 2; 
THACO 19; #AT 1; Dmg 1d6; SD 
edged and piercing weapons inflict 
half damage; immune to poison and 
mind-affecting attacks; SZ M; ML 20; 
XP 65; MM/315 (variant). 

Perhaps more deadly than the ani- 
mated fauna are the green slimes 
that have taken up residence on the 
ceiling near the door. The ceiling’s 
green color perfectly hides their pres- 
ence, making them even harder to 
detect (10% chance per character). 

Green slimes (3): AL N; AC 9; 
MV 0; HD 2; hp 12, 8, 5; THACO 19; 
#AT 0; Dmg nil; SA dissolve metal 


and wood; SD not harmed by 
weapons and most spells; killed by 
cure disease; SZ S; ML 10; XP 65; 
MM/279. 

In the far corner of the room is a 
swarm of wraith roaches—eerily 
silent beetles with ghostly white 
carapaces and gossamer wings. The 
swarm attacks a single target within 
10 feet, draining one energy level 
with each successful attack. A victim 
drained of all levels dies and trans- 
forms into another swarm of wraith 
roaches (and cannot be raised). A vic- 
tim who is not slain by the swarm 
regains lost levels at a rate of I/day. 

Wraith roach swarm: AL NE; 
AC 7; MV 9, FI 12 (A); HD 2; hp 14; 
THACO 19; #AT 1 per swarm; Dmg 
nil; SA energy drain; SD impervious 
to edged/piercing weapons; hit only 
by magical blunt weapons and spells; 
SZ T; ML 15; XP 975. 

The fountain is a magical device 
connected to the Elemental Plane of 
Water. If toppled or removed, the 
magic ceases to function. Several 
coins have been tossed into the pool, 
including a gold Spanish doubloon 
worth about five dollars. 


13a. Small Pets. These dried-up 
fonts contain the animated remnants 
of long dead animals: four zombie 
turtles, one zombie snake, two zombie 
lizards, and three zombie rats. These 
creatures attack only if someone 
comes within a couple of feet of them, 
and their target is in reach. 

Small animal zombies (9): AL N; 
AC 8; MV 6; HD 1; hp 3 each; THACO 
20; #AT 1; Dmg 1d2; SD as zombie; 
SZ T-S; ML 20; XP 65; MM/373. 


14. Kanari Containers. 


Six levels of shelves spaced about a 
foot apart cover nearly every wall. 
Lining these shelves are contain- 
ers—mostly clay receptacles—cov- 
ered with handkerchiefs and sur- 
rounded by personal affects: pocket 
watches, combs, brushes, earrings, 
pins, rings, and the like. 

A 6' tall stone statue of a dark, 
hooded skeleton stands in the mid- 
dle of the room. The name “Guede” 
is carved into its base. The south 
and north doors have ropes hang- 


ing next to them. 
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Second Floor 
one square = 5 feet 


The clay receptacles are Kanari— 
containers holding enslaved spirits of 
the dead. To release a trapped soul, a 
person need only break the container 
or remove its cover. Should this hap- 
pen, a ghostly apparition issues forth 
and departs. 

One of these containers holds the 
trapped soul of Senité Dédé, the first 
American queen of dark magic. She 
now exists as a haunt, appearing as a 
will-o-wisp or a spectral image of her 
former self. If her spirit is not 
released immediately, Senité tries to 
possess the nearest character by first 
attacking with her Dexterity-draining 
touch. (See MM/186 for details.) 

If she succeeds in possessing a PC, 
her first act is to use the character to 
destroy all the clay containers. Only 


then does she communicate with the 
other PCs. She apologizes for “bor- 
rowing” their friend’s body. She tells 
the PCs that Doctor John lives 
behind the cemetery located east of 
the house. She also tells them what 
she knows about Doctor John’s pow- 
ers and weaknesses: 

+ In his battle with Marie Laveau, 
Doctor John was transformed by his 
own misfired magic into an alligator- 
man hybrid. He is somewhat resis- 
tant to magic but can still be harmed 
by non-magical weapons. 

+ Doctor John cannot bear to look 
at his image in a mirror or similarly 
reflective surface. He loathes his own 
grotesque appearance. 

“+ Doctor John hates the cold and 
cannot endure magical cold. 


Haunt: AL LN; AC 0 or victim’s 
AC; MV 6/as victim; HD 5; hp 26/as 
victim; THACO 15; #AT 1; Dmg spe- 
cial or by weapon; SA special; SD 
silver or magical weapons to hit; 
weapons inflict 1 hp damage plus 
weapon’s bonus; normal fire causes 1 
hp damage/round; SZ M; ML 16; XP 
2,000; MM/186. 


15. Temple of Zombi. 


Steam vapor hangs in the thick, 
musty air. The bones and fangs of a 
thousand snakes are scattered 
across the floor, causing an eerie 
crunching sound with every step as 
the bones crack and twist beneath 
your feet. Vines cover virtually 
every surface of this chamber, 
obscuring your view of the walls. 

Two rows of marble columns 
carved in the likeness of giant 
pythons entwining up toward the 
ceiling flank a monstrous, 9' tall 
obsidian statue of a seated, skull- 
faced man with five serpents about 
his head, The statue's eyes are 
massive emeralds that sparkle in 
your light. Behind this ominous 
creation is an immense altar where 
scores of candles burn from one 
end to the other, though it would 
seem they drip no wax, for the sur- 
face of the altar is clean. Between 
several candles, you notice dolls 
that resemble yourselves! 

A bas-relief wooden hanging 
adorns the area above the altar, 
carved into the likeness of a giant 
snake biting his own tail. Two clay 
statues flank the fireplace at the 
west end of the room, one depicting 
a grimacing short man with a tail, 
and the other representing a tall 
woman with a turtle’s head. 
Another clay statue stands in the 
southeast corner—a faceless 
humanoid. 


The name of each statue is etched 
into its base. The central figure is “La 
Grande Zombi,” the tailed man is 
“Agwe,” the turtle-headed woman is 
“Simbi,” and the faceless statue near 
the secret entrance is “Samedi.” 

The doll effigies have not been 
fully “prepared.” If they are handled 
roughly, feel free to ad-lib a few pains 
or itches on the PCs’ bodies to add to 
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the horror of the situation. A PC may 
destroy his own doll without suffer- 
ing any pain or unpleasantnes 
The altar is made of hollo 
stained black. It contains a long 
undead python. Three rounds after 
the PCs enter the room, the snake 
slithers out (via a secret door in the 
eastern side of the altar) and attacks. 
Undead python: AL CE; AC 
MV 9; HD 6+1; hp 25; THACO 1 
#AT 2; Dmg 1d4/2d8: 
SD as zombie; SZ L; XP 1,400; 
MM/320 (snake, giant constrictor). 
The vines secrete a deadly poison 
(Type C) and are the source of the 
poison that killed the residents of 
New Orleans. 
Four of the vines are actually 
young serpent vines being cultivated 
by Doctor John. They attack anyone 


constriction; 


who comes within five feet of them. 
PCs have a 5% chance of distinguish- 
ing the serpent vines from the nor- 
mal vines. These serpent vines lack 
the innate spellcasting abilities of 
their larger brethren, attacking by 
constriction alone. 

Young serpent vines (4): AL NE; 
AC 4; MV 15; HD 2; hp 12, 10, 8, 7; 
THACO 19; #AT 1; Dmg 144; SA con- 
strict for 1d4 hp damage/round; SD 
camouflage; SZ M (5' long); ML 12; 
XP 120; MC Annual 2/103 (variant). 

The obsidian statue is virtually 
priceless, but the eye gems are worth 
$2,000 apiece. Attempting to remove 
the gems from the statue’s eyes 
results in the animated attack of the 
three other statues in the room (the 
obsidian statue never animates) until 
the gems are returned to the eye 


sockets. The three statues fight until 
destroyed. 

In the chest of each smaller statue 
is beating human heart. Any damage 
to a statue causes it to bleed; a horror 
check may be required should the 
PCs witness this. One hour after any 
animated statue is destroyed, the 
blood dissolves and its heart reverts 
to stone. 

Animated statues (3): AL N; AC 
5; MV 9; HD 5; hp 20 each; THACO 
; #AT 1; Dmg 1d8+5; SZ M; ML 20; 
XP 420. 

As long as the candles are within 
ten feet of the altar, they remain per- 
manently lit without ever melting. If 
more than four candles are removed 
from the altar’s surface, the enchant- 
ment ceases to function permanently. 
The candles magically control the 
room’s temperature; without them, 
the vines die in 1d12+12 hours. 

The secret door in the southeast 
corner can be triggered by pulling a 
rope made to look like a vine, hang- 
ing from the ceiling beside the door. 
The door slides to one side, allowing 
entrance to area 14. 


Doctor John’s Lair 


On the edge of the bayou, east of the 
residence, is a large cemetery sur- 
rounded by a broken wooden fence. 
The gravestones have partially 
sunken into the mire and now stand 
tilted at odd angles. Swarms of 
insects hover over the muddy graves. 

If the PCs investigate the area 
beyond the cemetery, read or para- 
phrase the following: 


There are no insects in this part of 
the woods, but hot steam rises 
from the ground. The humidity in 
is almost unbearable. 

In the distance, you can see a 
freakish sight. A woman lies on an 
altar, surrounded by torch light. 
You recognize the woman as Marie 
Laveau. A bizarre looking alligator- 
man wearing a tattered business 
suit holds an ancient dagger, 
poised and ready to strike. Unless 
you interfere, it would seem she is 
about to die at the hands of this 
creature. 
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Doctor John is performing a ritual 
to recharge his power. His dark com- 
plexion and gaunt, scarecrow-like 
frame are barely discernable in his 
present hulking form. For years, he 
has used his magic to avoid being 
completely transformed into an alli- 
gator. He now lives as a hybrid— 
vaguely human with a gator’s jaws 
and tail. PCs who behold his hideous 
alligator leer must make a fear check 
or flee in terror. 

Doctor John is not paying any 
attention to the characters, which 
gives them the first attack in addi- 
tion to surprise. If Senité Dédé’s 
haunt has taken possession of a PC, 
she invokes an ancient spell before 
relinquishing her host. The spell 
takes one full round to cast and 
duplicates the effects the first-level 
bless spell (lasts 6 rounds). This spell 
affects all PCs within a 50' cube cen- 
tered on the caster. The host PC does 
not gain the benefit of the bless but is 
instead protected by the equivalent of 
an aid spell (lasts 15 rounds). Once 
the spell is cast, Senité’s haunt 
departs. 

If the PCs make attacks against 
Doctor John that do not kill or inca- 
pacitate him instantly, read or para- 
phrase the following: 


The gator-man whirls around, 
piercing you with his dark, hollow 
eyes. He snarls, “Do not interfere! I 
must have her power!” 

Six cypress treants suddenly 
move in to attack. The water 
around John’s feet gurgles as four 
undead alligators crawl up out of 
the mire and stomp toward you. 
From the cemetery, you hear the 
sounds of undead creatures coming 
this way. 


There are far too many foes for 
any one group of characters to han- 
dle, but the party has allies. A group 
of friendly oak treants has been wait- 
ing to reveal themselves. The eight 
oaks battle the cypress trees, while 
the characters do battle with Doctor 
John and his zombie alligators and 
one other foe, as yet unseen: 


All around you, the oak trees stir 
with life and begin battling the 
animated cypress trees. That 
leaves Doctor John and his undead 
alligators. 


But wait! A man steps from 
behind a nearby tree. It is Senator 
Broussard! His flesh is drawn, his 
suit tattered and mud-stained, and 
his eyes flicker red. 


Doctor John (alligator-man): AL 
CE; AC 5; MV 6, Sw 12; Mystic 12; hp 
40; THACO 17; #AT 1; Dmg 2d4 (bite), 
1d12 (tail slap), or by spell; MR 10%; 
S 19, D 8, C 18,114, W 11, Ch 6; ML 
15; XP 5,000; gris-gris charm (affords 
protection from good, 10' radius). 

Spells: chill touch, detect magic, 
read magic, wall of fog; detect good, 
spectral hand, stinking cloud, web; 
haste, hold undead, tongues, vampiric 
touch; contagion, enervation, solid fog, 
wizard eye; animate dead (already 
cast), magic jar, nightmare (reverse of 
dream), summon shadow; harm 
(reverse of heal; already cast). 

Doctor John casts a haste spell 
upon himself before lunging into 
melee. He has already cast his harm 
spell on Marie Laveau (reducing her 
to 2 hp) and cannot employ the spell 
in this encounter. If accosted from a 
distance, he casts his spectral hand 
spell, following up with his vampiric 
touch or chill touch spell. If the PCs 
flee, Doctor John casts his summon 
shadow spell and commands the 
shadows to hunt down the escapees. 
If reduced to 10 hp or fewer, John 
retreats into the bayou. 

Remember that Doctor John’s tat- 
toos afford him 10% magic resistance, 
but otherwise he is susceptible to all 
normal weapons. 

Senator Bill Broussard (juju 
zombie): AL NE; AC 6; MV 9; HD 
3+12; hp 24; THACO 15; #AT 1; Dmg 
3d4; SD +1 or better weapons to hit; 
blunt and piercing weapons inflict 
half damage; immune to cold, magic 
missiles, electricity, and mind-affect- 
ing attacks; fire causes half damage; 
SZ M; ML 20; XP 975; MM/373. 

Broussard continues to fight even 
after Doctor John is slain. The juju 
zombie is turned as a spectre. 

Zombie alligators (4): AL N; AC 
7; MV 12; HD 2; hp 15, 14, 11, 10; 
THACO 19; #AT 1; Dmg 1d8; SD 
immune to cold-based and mind- 
affecting spells; turned as normal 
zombies; SZ M; ML 20; XP 65; 
MM/373 (variant). 

These zombies were created by 
Doctor John’s animate dead spell. 


Dark trees (6): AL NE; AC 0; MV 
3; HD 10; hp 40 each; THACO 11; #AT 
2 or 1; Dmg 3d6/3d6 (limbs) or 446 
(bite); SA confusion; grab; SD suffer 
only half damage from fire; -2 to save 
vs. cold-based attacks; SZ H; ML 16; 
XP 4,000; MC Annual 1 (tree, dark). 

Treants (8): AL CG; AC 0; MV 12; 
HD 12; hp 55 each; THACO 9; #AT 2; 
Dmg 4d6; SA animate trees; SD never 
surprised; SZ H; ML 16; XP 14,000; 
MM/346. 


Concluding the Adventure 


If John is defeated, the dark trees 
disperse and the zombie alligators 
de-animate. John’s body reverts to its 
hideously tattooed human form upon 
his death. 

The death of Doctor John triggers 
a bizarre magical effect. The essence 
of the paraelemental creature 
trapped in Doctor John’s icebox (area 
2) escapes, and the entire house is 
encased in crystalline ice within 
2d4+2 rounds, eventually collapsing 
under its own brittle weight. Anyone 
inside the house during that time suf- 
fers 1d8 hp cold damage per round 
and suffers an additional 3d6 hp 
damage when the house collapses. 

With the death of Doctor John 
comes recognition and fame. If Marie 
Laveau is returned safely to New 
Orleans, she quickly spreads word of 
the party's heroism and Doctor John’s 
defeat. For a while, the PCs might 
enjoy celebrity status, perhaps earn- 
ing an invitation to the Louisiana 
governor's home in the capital, Baton 
Rouge. A few weeks after news of this 
fantastic story reaches the nation’s 
newspapers, the governor of Ohio, 
William McKinley, secretly contacts 
the group about heading a new secret 
organization dedicated to the investi- 
gation of the paranormal. Q 
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